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By j, Opapian RipilGER 
LEGAL DiscLaimER 
“Witcher Signs Overhaul” is unofticial content provided under the Homebrew Content 


Policy of R. Talsorian Games and is not approved or endorsed by RTG. This content 
references materials that are the property of R. Talsorian Games and its licensees 


This overhaul of witcher’s signs /s intended to reflect their use in the primary lore, which 
contiicts to some extent with their use in the video games and certainly in their mechanical 
effects in the trpog. Axii and igni are both overpowered in the games compared to their use in 
the books, whereas while Aard is useful in the video games, It Is all but useless in the trog, 
while being by far Geralt’s most preferred sign for combat in the books. 

For those unmoved by such booklore nerd grievances, | still feel that this overhaul may 
present more interesting gameplay, and GMs may approve of the balance implications 
(especially for Axii). As a matter of design obsession, | try to scale some of each sign’s 
effects to both the skill check and the stamina investment. Because | personally hate 
mechanical resolutions that involve rolling a skill check just to make sure you don’t fumble. /f 
you hate that too, this is the completely unvetted unofficial supplement for you. 

Gone also Is the 7 Stamina cap on signs. It is now 10. Firstly, that’s a nice, even, round 
number ending in zero. Shut up. Secondly, it allows more specialized magic user classes to 
slightly exceed the power even a gryphon witcher can get out of their signs (though a 
gryphon witcher can still cast a full power sign if they have access to gryphon school 
swords). 
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Basic Sicus 


AaRD 


Witcher telekinesis. 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: As an Action, you shoot a wave of telekinetic force 
that impacts everything in range, staggering them. If the 
sign’s Intensity x 3 exceeds either a victim’s Athletics or 
Physique skill base, they are also knocked back 2m. If the 
value exceeds both skill bases, they are also knocked prone. 
If the knock back throws them into someone or something 
else, resolve as Ramming. 

Creatures in flight fall for 1 round (up to 30m) if the sign’s 
intensity x3 exceeds both of their skill bases. If they hit the 
ground, they fall prone, and take falling damage unless they 
have an ability that mitigates it. 

Range: 3m Cone 

Duration: Immediate 

Defenses: Evasion (must Reposition out of range), Parry (the 
casting arm can be displaced if you are in melee range). 

Can be countered with Aard: 

AaRD STRUGGLE 
You can oppose another caster’s Aard with your own, 
struggling for dominance, as a defensive action. The struggle 
is decided by opposed Spell Casting, with each of you 
adding your sign’s Intensity as a bonus to the roll. The winner 
of the struggle hits the loser with their Aard, but the effect is 
concentrated on the loser alone instead of the normal area of 
effect. If the roll is a tie, you both hit each other with your 
Aard. 


Minor TELexinesis 


Without any use of Stamina, you can use Aard to snuff out 
small flames (no larger than a campfire) or push small, light 
objects (no heavier than 2kg) within 5m. You can push larger 
objects with some exertion. You can’t use the Sign to pull 
objects. This doesn’t require a Spell Casting check outside of 
combat-like stress conditions. 

Axii 

Witcher telepathy. 

Stamina Cost: 1-10 (determines sign Intensity) 
Effect: As an action, you muddle and daze a living creature 
within range. You deal non-lethal damage to the target, 
which ignores armor, equal to your sign’s Intensity and daze 
them for the duration: On each of their turns, they can either 
Move or Act, but they can’t do both, and they can’t perform 
Full Turn Actions or Extra Actions. 
Range: 8m 
Duration: Until shaken off (WILL save). 
Defenses: Resist Magic. 


Minor TeLepatHy 


By spending 1 Stamina, you can use Axii to roll Spell Casting 
in place of any Persuasion check (including verbal combat). 
The subject of your check opposes your roll with Resist 
Magic instead of the normal defense or DC. Using Axii in this 
way is obvious to observers, however; anyone with any 
magical ability will recognize it immediately, and even normal 
people will recognize what you’re doing with DC:9 Deduction 
check. Resisting an Axii attack in verbal combat is treated as 
using the Ignore defense, except that it uses Resist Magic 
instead of Resist Coercion.] 


IGni 
Witcher pyrogenesis. 

Stamina Cost: 1-10 (determines sign Intensity) 
Effect: By spending your Full Turn, you project a tiny but 
extremely hot jet of flame from your fingers at point blank 
range, aiming normally. You have a 50% chance of igniting 
the victim and you deal1d6 fire damage per sign Intensity. 
Range: Melee 
Duration: Immediate 
Defenses: Dodge, Parry (the casting arm can be displaced). 

The flame can be Blocked with a shield, but the shield 
might catch on fire. 


Minor PYROGENESIS 


Without any use of Stamina, you can ignite small, ready- 
made fires such as candles, torches, and lanterns within 3m. 
You can ignite larger fires or flammable materials (such as 
dry grass, campfires, or the like) within 3m with some 
exertion. This doesn’t require a Spell Casting check outside 
of combat-like stress conditions. 


QUET 


Witcher’s magic shield. 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: As an Action, you create a magical field around your 
body which you can focus at will against attacks. As long as 
it is active, you can Block any physical or energy-based 
attack with the Quen shield, rolling Spell Casting as your 
defense. If you fail, the Quen shield is destroyed, but absorbs 
an amount of damage equal to your sign’s Intensity x 5. 
Range: Self 

Duration: Active (no cost). Each time you Block with Quen it 
reduces the sign’s Intensity by 1. The shield dissipates when 
Intensity reaches 0, ending the sign’s effect. 

Defenses: None 


YRDEI 
Witcher’s magical ward's. 


Stamina Cost: 1-10 (determines sign Intensity) 
Effect: You spend your Full Turn to trace a shining glyph ona 
surface with your fingers. 

The glyph projects an invisible magical ward. Affected 
creatures can not cross the ward, whether they are inside or 
outside of the circle, except by spending a Full Turn to check 
Resist Magic against a DC equal to your Spell Casting roll. 

When you create the glyph, you can choose to ward 
against spectres only, all monsters except beasts, or all 
monsters and beasts. The ward never affects humanoids. 

Incorporeal monsters that begin a turn within the circle or 
attempt to cross the ward are forced to become corporeal 
until they start a turn outside of it. 

Range: 3m Radius (centered on the glyph) 
Duration: Minutes equal to your sign’s Intensity. 
Defenses: None 


Minor SEALING 


Alternately, you can draw the glyph on a door, lid, or other 
openable object. The object is permanently sealed shut until 
it is destroyed or you dispel the glyph (no action required) or 
start a turn more than 5m away from it. This doesn’t require a 
Spell Casting check outside of combat-like stress conditions. 
Anyone with Magical Training or who can cast the Yrden sign 
can force the object open with a Spell Casting check against 
a DC equal to your sign’s Intensity x 3. Anyone else must 
beat the same DC with a Physique check (at -10) to pry it 
open. 


Sicn [utensity 


A sign’s Intensity value is equal to the Stamina investment in casting it. 
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ApDvanCcED AaRD TECHTIQVES 


You must know the basic Aard sign in order to learn either of these advanced Aard techniques. 


AarpD PulcH 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: As an Action, you shoot a concentrated telekinetic 
burst that strikes a single target, aiming normally. If it hits, 
the burst staggers them and deals 2d6 non-lethal damage, 
+2 damage per sign Intensity. If the damage roll, before 
calculating armor or multipliers, exceeds either a victim’s 
Athletics or Physique skill base, they are also knocked back 
2m. If the value exceeds both skill bases, they are also 
knocked prone. If the knock back throws them into someone 
or something else, resolve as Ramming. 

Creatures in flight fall for 1 round (up to 30m) if the 
damage roll exceeds both of their skill bases. If they hit the 
ground, they fall prone, and take falling damage unless they 
have an ability that mitigates it. 

Range: 10m 

Duration: Immediate 

Defenses: Dodge, Parry (the casting arm can be displaced if 
you are in melee range). 

The damage can be Blocked with a shield, but this 
doesn’t protect the defender from the other effects. 


AaRD SWEEP 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: As an Action, you expel a telekinetic blast in all 
directions that impacts everything in the area, staggering 
them. If the sign’s Intensity x 3 exceeds either a victim’s 
Athletics or Physique skill base, they are also knocked back 
2m. If the value exceeds both skill bases, they are also 
knocked prone. If the knock back throws them into someone 
or something else, resolve as Ramming. 

Creatures in flight fall for 1 round (up to 30m) if the sign’s 
intensity x3 exceeds both of their skill bases. If they hit the 
ground, they fall prone, and take falling damage unless they 
have an ability that mitigates it. 

Range: 2m Radius around caster 
Duration: Immediate 
Defenses: Evasion (must Reposition out of range.) 


ApvanceD Axiit TecHniQues 


You must know the basic Axii sign in order to learn either of these advanced Axii techniques. 


Axii SootHinc 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: As an Action, you can use Axii to sooth and calm a 
single living creature within range by beating DC:12 with 
Spell Casting. You restore Resolve equal to the sign’s 
Intensity to the target and grant them a bonus to Courage 
and Resist Coercion checks equal to your Spell Casting 
margin of success (to a maximum of +5). 

Range: 8m 

Duration: Active (half cost). 

Defenses: None 


Axii Assault 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: By spending your Full Turn, you can lash out with 
telepathic violence at one target within range. For each point 
of sign Intensity, you deal 1 point of non-lethal damage to the 
victim, which ignores armor. They must also roll a STUN 
save. Each turn, you can continue the telepathic assault 
against the target as an Action, but as long as you do, you 
can only move 2m per turn and you can’t reposition unless 
you cancel it (this requires no Action). 

The stun caused by Axii Assault is not broken by the 
damage dealt by the same ongoing assault, but the victim 
immediately snaps out of it once the caster ceases the 
assault. 

Range: 8m 
Duration: Active (half cost) 
Defenses: Resist Magic. 


Apvancep Icni Tecuniaves 


You must know the basic Igni sign in order to learn either of these advanced Igni techniques. 


Icni SparKs 


Stamina Cost: 1-10 (determines sign Intensity) 
Effect: As an Action, you throw out a burst of hot sparks that 
deals 1 fire damage per sign Intensity to each body location 
and has a 50% chance of lighting each victim on fire. 
Range: 2m cone 
Duration: Immediate 
Defenses: Dodge, Parry (the casting arm can be displaced if 
you are in melee range). 

The sparks can be Blocked with a shield, but the shield 
might catch on fire. 


icni FLames 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: By spending your Full Turn, you shoot out a long 
stream of flames from your hand, aiming normally. You have 
a 50% chance of igniting the victim and you deal1d6 /ire 
damage per sign Intensity. 

Each turn, you can attack again with the flames as an 
Action, but as long as you keep the flames active, you can 
only move 2m per turn and you can’t reposition unless you 
cancel it (this requires no Action). 

Range: 2m 

Duration: Active (full cost). 

Defenses: Dodge, Parry (the casting arm can be displaced if 
you are in melee range). 

The flame can be Blocked with a shield, but the shield 
might catch on fire. 


BuroinG SHIELDS 


If you hold onto a burning shield, the fire spreads to you at the end of your turn. You can drop a small shield without 
spending an Action, but any other shield requires an Action to drop. Extinguishing a shield takes your Full Turn. 
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ApvaniceD Quen TECHTIQUVES 


You must know the basic Quen sign in order to learn either of these advanced Quen techniques. 


Que ARMOR 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: As an Action, you project a mobile, elastic force field 
over the contours of your body and equipment. This 
protective magic coating increases the stopping power of all 
of your body locations by a value equal your sign’s intensity, 
and prevents your equipment from taking reliability damage. 
Each time you get hit, you roll Spell Casting against the 
damage roll value (before armor is accounted for). If you fail, 
the Quen armor dissipates. 

Range: Self 

Duration: Active (no cost). Each round at the start of your 
turn, the sign’s Intensity drops by 1. When Intensity reaches 
0, the armor dissipates and the sign’s effect ends. 
Defenses: None 


Quen BARRIER 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: As an Action, you project a spherical shell of glowing, 
magical force. The barrier can be physically attacked (and is 
attacked by any area affects that intersect it); any damage 
dealt to the barrier drains your Stamina. However, the barrier 
has Stopping Power equal to your sign Intensity, which 
soaks the damage and thus reduces the Stamina drain. No 
physical object or force can traverse the barrier without first 
destroying it. This includes all magical attacks that can be 
physically Blocked. If your Stamina is reduced to 5 or less by 
an attack, the barrier is destroyed and any remaining 
damage gets through to you. You can only move 2m per 
round while the barrier is active and you can’t reposition 
without canceling it (canceling it requires no Action). 

You can squeeze up to two other normal-size people or 
creatures within the barrrier with you, but coordinating 
movement is difficult: everyone within the barrier must 
change their initiative to equal the lowest member’s. 

As an Action, you can explode the barrier, rolling a Spell 
Casting attack. This deals 2d6 bludgeoning damage to the 
torso of all creatures within 2m, staggering them and 
knocking them back 2m. 

Range: Self 

Duration: Active (half cost) 

Defenses: Exploding barrier can be evaded by Repositioning 
out of range. 

The damage can be Blocked with a shield, but the 
knockback and stagger will still apply. 


ApvanceD YrDEn TECHNIQUES 


You must know the basic Yrden sign in order to learn either of these advanced Yrden techniques. 


YRDEMD STARE 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: You spend your Full Turn to trace a shining glyph on a 
surface with your fingers. You must beat DC:12 with Spell 
Casting. 

The glyph projects a glowing magical aura in a 3m radius. 
Any affected creature that enters this aura is slowed and 
hindered, suffering a penalty to REF, DEX, and SPD equal to 
half your sign Intensity. A creature outside the aura that 
makes a melee attack against a creature within it is affected 
by it as if they entered it, unless they use a Long Reach 
weapon to attack from a distance. 

When you create the glyph, you can choose to ward 
against spectres only, all monsters except beasts, all 
monsters and beasts, or all creatures including humanoids 
(except for yourself). 


YrpeEn TRap 


Stamina Cost: 1-10 (determines sign Intensity) 

Effect: You spend your Full Turn to trace a shining glyph on a 
surface with your fingers. You must beat DC:12 with Spell 
Casting. 

At the beginning of each of your turns, the glyph attacks 
the nearest enemy within 5m of it with a bolt of magical 
energy, using your Spell Casting base for the attack roll. If it 
hits, it deals magical damage to the torso, which ignores 
armor, equal to the sign’s Intensity. 

If the bolt hits an incorporeal enemy, it deals full damage 
to them and forces them into a corporeal state until the start 
of your next turn. 

Range: 5m Radius (centered on the glyph) 
Duration: Rounds equal to your Spell Casting success 
margin. 


Incorproeal creatures that enter the circle are forced intoa Defenses: Dodge. Can be Blocked with magic. 


corporeal state until they begin a turn outside of it. 
Range: 3m Radius (centered on the glyph) 

Duration: Rounds equal to your Spell Casting success 
margin. 

Defenses: None 


ParryinGc THE Castinc Arm 


Some magical attacks, such as Aard and Igni, project a physical or elemental force from an extended arm or focus. Targets 
of these attacks who are within melee range of the caster can “parry” the attack by displacing the extended arm. A 
successful parry staggers the caster, as normal, and excludes the defender from being hit by the attack. If the parry beats 
the casting roll by 6 or more, the parrying defender can choose to redirect the magical attack in a random direction (use the 


scatter table in Core Rules pg.152). 


